Cult Of Ff 


ire’ Great’ Hunter 


A Menace for the Earthdawn Setting 


by Louis J. Prosperi 


—From a letter to King Varulus III 
of Throal from Ardinn Tero, Scholar 
of the Library of Throal, 1506 


To his Royal Highness Varulus the 
Third, King of Throal, 


As you know, the land of Barsaive is 
home to many different secret societies. 
Some, such as the Lightbearers, serve 
the people of Barsaive by using the 
magic of the Great Pattern of the 
Universe to combat the effects of the 
Scourge that remain in our world. There 
are also the “living legend” cults, groups 
such as the Seekers of the Heart, which 
hope one day to restore the former 
beauty of the Blood Wood, and the 
Wielders of Purifier, who seek the 
legendary sword Purifier, forged before 
the Scourge as a weapon to be wielded 
against the Horrors. 

Lastly, there are other groups that 
are best defined simply as cults, groups 
whose members are fiercely devoted to 
their own unique ends. 

Hidden among these cults are others 
that represent a much greater potential 
danger to the world. These are the 
Horror cults, cults whose members 
devote their lives to serving one or more 
of the astral abominations that ravaged 
our world during the Scourge. 

I believe many of these Horror cults 
are simply manifestations of the over- 
active imaginations of Barsaive’s 
Scourge-worn people. Still, one such cult 
poses a significant threat to the land 
and cannot be ignored. I refer to the 
Cult of the Great Hunter, also known as 
Those of the Great Hunter, a cult which 
serves the Horror known as Verjigorm, 
the Hunter of Great Dragons. 

We know of this Horror’s existence 
only from tales told by the great dragons 
Icewing and Mountainshadow. 

It is said that Verjigorm hunted great 
dragons during the previous Scourge, 
though the Horror has not yet been seen 
during this most recent Scourge. As to the 
veracity of these claims, I have chosen not 
to doubt publicly the words of one such as 
Icewing or Mountainshadow. Whether 
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you follow my examples is not my province 
but yours. 

One recently revealed incident that 
relates to the cult of Verjigorm comes 
from a scholar Named Tiabdjin the 
Knower. Tiabdjin recently delivered to 
us a manuscript describing in detail 
many of Barsaive’s creatures, both 
mundane and magical. 

This tome relates the experiences of 
a dragon Named Vasdenjas, who has 
graciously chosen to share his knowl- 
edge of Barsaive’s creatures with us 
Name-givers. According to this text, 
Verjigorm, or at least the cult that: 
follows Verjigorm, may be responsible 
for the death of the dragon Thermail. 

According to Vasdenjas’ tale of the 
creation of the hydra, a magician, most 
probably:a nethermancer, created that 
foul creature from a clutch of dragon 
eggs Thermail had laid. This tale claims 
that when Thermail discovered that the 
nethermancer had created the hydra 
from her young, the dragon impaled her- 
self upon one of the spires of the Delaris 
Mountains, which has since been known 
as Wyrmspire. If this tale is true, it is 
likely that Thermail in fact fell victim to 
Verjigorm and the Cult of the Great 
Hunter. 

While Vasdenjas’ tale makes no 
direct mention of the Hunter of Great 
Dragons, many specifics of the tale 
match certain characteristics attributed 
to the Cult of the Great Hunter. The 
most common element in all such stories 
is the abomination of a clutch of dragon 
eggs at the hands of a Name-giver. 
Certainly, such incidents are rare 
indeed—aside from the Cult of the Great 
Hunter, only the Therans seem bold 
enough to act against a great dragon, 
and even they would show reluctance to 
do so. (The well-known tale of Jaron and 
the Sphinx describes the last confirmed 
incident of dragon/Theran conflict, one 
decidedly won by the dragons.) 

Fortunately, the Cult of the Great 
Hunter lacks any true organization. All 
existing evidence points to the cult as 
being made up of many small groups, 
each working independently. There is no 
hierarchy to this cult; instead, each 
group works in its own way to serve its 
master’s ends. 


Nearly every small group of the Cult 
of the Great Hunter is led by a nether- 
mancer, who uses the magic of life and 
death at his or her command to serve 
Verjigorm. The Cult of the Great Hunter 
also counts among its member adepts of 
other Disciplines, including warriors, 
beastmaster, elementalists, and others.. 
I have also heard rumors that queStors 
of the Mad Passion Raggok count them- 
selves among the cult’s members, but I 
seriously doubt these claims—obviously, 
the Mad Passions would balk at playing 
tribute to a Horror, nor would they allow 
their questors to offer such devotion to a 
being other than themselves. 

Many of the activities attributed to 
the Cult of the Great Hunter may appear 
to have little connection to Verjigorm 
but, in fact, most of the activities perpe- 
trated by this cult take the form of 
indirect action against dragons, such as 
the theft of dragon eggs and assaults on 
known allies and servants of the great - 
dragons. While Verjigorm may be able 
to confront great dragons face to face, 
his servants are Name-givers, and few 
Name-givers feel: bold enough to 
confront a great dragon directly. 

I have heard tales of incidents remi- 
niscent of the Cult of the Great Hunter 
from all parts of Barsaive. Recently, 
however, we have received numerous 
reports of such activity along the border 
between the Badlands and the Servos 
Jungle. A careful study of the activity in 
this area implies that is al] the work of a 
single group, as many of the reported 
incidents have similar methods of execu- 
tion, but the truth of this matter 
remains a mystery. 

While I admit that the information 
that I have to offer is based.on hearsay 
and second-hand rumor, I must also 
state for the record that I am convinced 
that the Cult of the Great Hunter exists. 
I believe that the Kingdom of Throal 
must not stand idly by, content to insist 
that this cult poses no danger to Bar- 
saive. I urge you to take action toward 
ridding our land of this plague. 


Your most humble servant, 
Ardin Tero 


Scholar of the Great Library of Throal 
Q 
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The Age of Legend 


Introducing the Threads of Legend Setting 


by Drew Caldwell 


After centuries of hiding under- 
ground, the races of the world are com- 
ing out into the sunlight. Heroes are 
rising up to reclaim the world for them- 
selves and others—the Age of Legend 
has begun. Trolls, dwarfs, elves, orks, 
and humans live side by side with exotic 
races: the lizard-like t’skrang, the 
small, winged windlings, and the people 
of living rock known as obsidimen. Mag- 
ical and ordinary creatures have 
returned to the 
forests and jungles. 
Magic hangs in the 
air; everywhere, 
arcane energies 
offer power to those 
willing to learn the 
magic’s ways. 

Long ago, the 
land of Barsaive 
grew lush and 
green. Thriving 
forests sheltered 
plants and animals, 
and people lived 
well on the land’s 
bounty. Then the 
world’s flow of 
magic rose, and at 
its height terrible 
creatures came to 
this world from the 
depths of astral space. These Horrors 
drowned the earth in darkness, leaving 
suffering and destruction in their wake. 
They laid the world waste over the long 
years that people call the Scourge. The 
forests died. Towns vanished. Fertile 
grasslands and majestic mountains 
became blasted badlands, home only to 
the Horrors’ twisted mockery of life. 

The Horrors lusted to destroy all liv- 
ing things, but they did not succeed. 
The magicians of the Theran Empire 
learned of their coming and warned the 
world, and the people of the Earth took 
shelter underground. They built fantas- 
tic underground cities called kaers and 
citadels; generations of their children 
were born, grew up, and died within 
these earthen enclaves without ever 
seeing the sun. For 400 years the Hor- 
rors roamed the land, devouring all they 
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touched while the frightened people hid. 
Then the world’s magic ebbed, forcing 
these abominations to retreat to the 
astral Hell of their origin. But because 
the Horrors departed before the magi- 
cians and wise men had believed they 
would, the people remained wary. They 
emerged slowly from their kaers, facing 
the world half in hope that the Scourge 
had truly ended and half in fear that 
the Horrors lingered. Many Horrors 
remain in this world, inflicting agonies 
on other living creatures. As the peoples 


of the Earth struggle to rebuild their 
shattered world, they must combat the 
Horrors who seek to prolong their reign 
of destruction and despair. 

Heroes travel across the land, 
exploring unknown places and rediscov- 
ering lost legends. The Scourge has 
changed the world almost beyond recog- 
nition. Many people died during the 
world’s long night; the Horrors 
breached some kaers and citadels and 
destroyed their inhabitants. Other 
kaers remain sealed, some because 
unknowable disaster befell them and 
some from simple fear; the contents of 
these places await discovery by bold 
explorers. 

The dwarf kingdom of Throal lies at 
the center of the province of Barsaive, 
the largest inhabited province in the 
known world. The dwarfs seek to unite 
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Barsaive’s farflung cities and people 
under Throal’s crown and banner, so 
that Barsaive will be strong enough to 
repel the advances of the Theran 
Empire that ruled the land before the 
Scourge. The Therans returned to the 
province shortly after the Scourge 
ended, seeking to bend it again to their 
yoke, but Barsaive’s people rallied 
behind the dwarfs of Throal. Though 
temporarily beaten, the Therans 
gather their strength and wait to 
strike again. As Barsaive’s heroes 
search for lost trea- 
-- sures and battle 
fantastic creatures, 
they must also fight 
the Therans, who 
plot to rob the 
province and its 
people of their new- 
found freedom. 
: In the Age of 
Legend, heroes band 
~: together to fight the 
Horrors and reclaim 
the wounded world. 
‘+ As they explore the 
altered land, search- 
i ing for legendary 
"a cities and treasures, 
?4- they become the leg- 
ends that will light 
the coming days; 
tales of their deeds 
will live forever in men’s hearts..From 
many paths, the heroes come to join in 
common cause. These seekers of honor 
and glory come from many Disciplines, 
and fight to redeem the world with a 
multitude of gifts. A band of heroes may 
include an Illusionist, a spellcaster who 
combines deception and reality to con- 
fuse those around him; a Swordmaster, 
trained in the art of fighting with 
blades; a Beastmaster, able to command 
the beasts of the earth and air; or any 
number of otherwise gifted folk. No 
matter whence they come, all the 
world’s heroes share one trait; a willing- 
ness to fight to reclaim the world from 
all that threatens it. Through noble 
deeds and sacrifice, the heroes of the 
world will forge its future. 


] 
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Threads of Legend 


The New Living Setting for Earthdawn 


by Drew Caldwell 


Welcome to Threads of Legend, an ongo- 


ing series of Earthdawn tournaments. 
Threads of Legend lets you create your 
own character, build your legend, and 
meet other Earthdawn players in a fun 
(but far from relaxed!) setting. 

This article provides all the informa- 
tion necessary to play in Threads of 
Legend tournaments. Some of the rules 
described in these pages differ from 
those published in FASA Corporation’s 
Earthdawn products; all such changes 
have been made in order to capture the 
flavor and atmosphere of Earthdawn 
within the structure of a series of ongo- 
ing tournaments. As FASA publishes 
new and different rules, the rules for 
Threads of Legend may also change. 
Players will be notified of all such 
changes. 


Character Creation 


Players are encouraged to create their 
own characters and play them in 
Threads of Legend tournaments at dif+ 
ferent conventions. When creating tour- 
nament characters, players may use all 
the Disciplines in the Earthdawn rule- 
book and the Earthdawn Companion. 
For now, Disciplines described in other 
Earthdawn products may not be used in 
Threads of Legend tournaments. 


Player Guidelines 
Threads of Legend players should use 
the purchase point method of character 
creation (pgs. 44-61, Earthdawn rule- 
book). A character record sheet (see pgs. 
329-330 of the rulebook) should be com- 
pleted for each character. Threads of 
Legend characters must have primary 
and secondary personality characteris- 
tics (pgs. 58-59, Earthdawn rulebook). 

All mundane equipment is available 
to starting characters, though most 
characters will not be able to afford 
some of the equipment they might like. 
Carrying capacity restrictions will be 
enforced, and so new characters should 
take care to purchase only the equip- 
ment they really need. 

Magical equipment may be pur- 
chased only during tournament play. If 
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you want to begin play with a healing 
potion, blood charm, or other magical 
item, set aside some silver from your 
starting pool of money. At some point 
during your first adventure, you may 
have a chance to pick up the item in 
which you are interested. 


Using Archetypes 

Photocopies of each Discipline’s arche- 
types (pgs. 67-91, Earthdawn rulebook) 
are available from tournament judges 
for players who lack the time or inclina- 
tion to create their own character. Prior 
to tournament play, players must mod- 
ify the archetype they choose as follows: 


e Each player must give his or her 
character a unique name. 


e Each player must choose a primary 
and secondary personality characteris- 
tic for role-playing. 


e Magic items listed for the archetype 
should be crossed out and, if possible, 
replaced with a non-magical counter- 
part. For example, a ferndask shield 
might be replaced with a mundane 
shield. A healing potion has no mun- 
dane counterpart, so the player cannot 
replace it with anything. 


Creating Multiple Characters 

A single player may create and use mul- 
tiple characters in Threads of Legend 
tournaments, subject to the following 
restrictions. First, a player may only 
play one character in any given tourna- 
ment; second, characters played by the 
same player cannot trade or give each 
other money, equipment, magic items, 
spell books, and so on (see Trading 
Between Characters). 


Short Story Bonus 

Players who submit a short story 
describing their character’s background 
(see Character History, pgs. 60-61, 
Earthdawn rulebook) and written from 
their character’s perspective to the 
Great Library of Throal will receive a 
Legend Point bonus. For instructions on 
how to obtain the bonus Legend Point 
certificate, see About the Great Library 
at the end of the section on magic. 
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Character Creation Seminars 
Convention organizers may offer a brief 
Earthdawn orientation seminar prior to 
Threads of Legend events. These work- 
shops will deal with the Earthdawn 
universe in order to help you develop 
roleplaying material for your character, 
as well as explaining the mechanics of 
combat, magic use, spellcasting and 
character creation. If you have never- 
played Earthdawn, you might want to 
attend one of these seminars, though 
attendance is not necessary to play. 


Equipment 

All non-magical equipment listed in the 
Earthdawn rulebook (pgs. 248-267) can 
be purchased freely between adventures 
for the listed price. Because Threads of 
Legend is a series of tournaments run 
by different judges rather than a cam- 
paign setting, the rules for obtaining 
magical equipment are a little different 
(see below). Whenever possible, charac- 
ters are encouraged to buy equipment 
and do the related book-keeping 
between adventures. 

Usually, your character will have 
access to stores and shops at some point 
during the tournament adventures. If 
your character really needs something, 
take advantage of every opportunity to 
get it. However, players should use com- 
mon sense and an honor system when 
buying equipment—for example, keep 
in mind that most shopkeepers do not 
keep large quantities of esoteric equip- 
ment in stock all the time. Be judicious 
in your purchases. 


Non-unique Magical Items 
This category covers blood charms, heal- 
ing potions, light crystals, and so on. 

As stated earlier, magical equipment 
is only available during tournament 
play. When your character purchases a 
magical item (other than a unique mag- 
ical treasure), the judge will give you a 
magic item certificate in exchange for 
the silver pieces your character has 
paid. Keep the certificate with your 
character sheet. Supplies of these items 
will often be limited—first come, first 
served (unless you are a persuasive 
enough role-player to talk the shop- 
keeper around). 
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Trading Between Characters 
Characters played by different players 
may trade mundane or magical equip- 
ment, spells, or other items with each 
other. When all parties are satisfied 
with the deal, the player of each charac- 
ter receiving an item prepares a Char- 
acter Trading Form to be signed by each 
character giving up an item. If the trade 
involves magical gear or is valued at 
more than 5,000 silver pieces, the deal 
is not considered valid until a copy of 
each trading form is received by the 
Great Library. 

A character who trades a spell to 
your character can be considered your 
character’s teacher for purposes of fig- 
uring out the modifier for the test to 
learn the new spell (see p. 151, Earth- 
dawn rulebook). Note the teaching char- 
acter’s Thread Weaving Talent rank on 
the Character Trading Form when you 
receive the new spell for your grimoire. 
Unless the other character dies during 
the tournament, your character can 
assume that the other character took 
the time to attempt to teach the new 
spell at the appropriate pace between 
tournaments. If the other character 
dies, your character may still attempt to 
learn the new spell, but without the 
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modifier for having an instructor. The 
honor system applies to all tests for 
learning new spells between tourna- 
ments. If the test to learn a new spell is 
failed, your character may try again 
when he or she reaches the next Circle 
in your character’s chosen Discipline. 


Becoming A Questor 
If you want your character to become a 
questor of a particular Passion, follow 
the rules in the Earthdawn Companion. 
Your character must also complete a 
deed worth questor Devotion Points dur- 
ing a Threads of Legend tournament, 
and you must write a short story in 
which the Passion of your choice 
appears to your character. Send the 
deed completion certificate and the short 
story to the Great Library, and you will 
receive a Questor Certificate in the mail. 
As you begin each subsequent 
Threads of Legend tournament, let your 
judge know that your character is a 
questor of a particular Passion. Every 
effort will be made to allow you to earn 
Devotion Points during tournaments. 
The Devotion Point bonus (or penalty) 
you earn will be noted as completed 
deeds on the Adventure Participation 
Form you receive after each tournament. 


Y H E D 


Magic 


Astral Viewing 
Windlings and 
m spellcasters using 
fe astral sight may 
ask other player 
characters to 
describe their astral 
patterns before 
forming adventur- 
ing groups. For 
m tournament pur- 
poses, the way in 
which the assensing 
8 character stares at 
another player 
character will auto- 
8 matically be noticed 
g by the target of the 
Gig, astral sight. 
Astrally-sens- 
ing characters 
should make an 
Astral Sensing Test 
versus the Spell 
| Defense of the tar- 
get character. If the 
test is successful, 
the player of the 
target character 
should respond 
with a description 
of his astral pattern. This pattern 
should reflect aspects of the character’s 
primary and secondary personality 
characteristics. 

A second successful test reveals a 
clue about the primary Discipline of the 
character being studied. For example, a 
deeper study of a beastmaster’s pattern 
might reveal that her “hands” are actu- 
ally animal claws, suggesting a connéc- 
tion with the beastmaster Discipline. A 
third successful Astral Sensing Test will 
reveal the approximate Circle of the 
character being studied. Relatively sim- 
ple patterns indicate Circles 1 through 
3; patterns of middling complexity indi- 
cate Circles 4 through 8; highly complex 
patterns indicate Circles 9 and up. 

Ifan Astral Sensing Test is unsuc- 
cessful, the astrally sensitive character 
must wait 30 minutes of real time 
before making another attempt. A mini- 
mum roll indicates strain per the nor- 
mal Earthdawn rules. 

All player characters are encouraged 
to think about the appearance of their 
astral patterns before the tournament 
starts, so that they can respond appro- 
priately if assensed by an astrally sensi- 
tive player character or NPC. 


R O N 


Creating Items 

Characters may also create non-unique 
magical items under the following con- 
ditions: 


¢ The character has the artisan skill 
needed to make a high-quality, non- 
magical version of the item. The charac- 
ter must possess the skill at Rank 5 or 
better, and is more likely to succeed as 
the artisan skill rank increases. 


¢ The character has a knowledge skill 
related to the item he or she intends to 
create (herbalism for a ferndask shield, 
magica! potions for a healing potion, 
etc.). As with the artisan skill, the char- 
acter must possess the knowledge skill 
at Rank 5 or better, and is more likely 
to s\iicceed as the knowledge skill rank 
increases. 


¢ The character must know how to cre- 
ate the specific magic item. Characters 
may discover how the item was created 
by purchasing the item’s creation for- 
mula from the well-known wizard I.ogos 
Serespar, researching the item, trading 
with another character for the item for- 
mula, or discovering the formula as part 
of a treasure. 


Purchasing Formulas from Logos 
Serespar 

Logos Serespar is attached to the Great 
Library of Throal, and all requests to 
purchase an item formula from him 
must be submitted to the Great Library. 
Instructions for sending requests to the 
wizard appear in About the Great 
Library. The cost for such a purchase is 
double the listed price for the item in 
silver; the Legend Point cost is equal to 
five times the listed purchase price. 


Researching Item Formulas 

A character must have at least one tal- 
ent and two knowledge skills of Rank 5 
or higher that are somehow related to 
the item in question in order to research 
its creation. Specific skills needed will 
vary. Players who want their characters 
to conduct research must write a letter 
to the Great Library, from the charac- 
ter’s point of view, explaining why that 
character’s specific high-rank talents 
and skills would allow him or her to 
research the creation of a specific magic 
item. If approved, an approximate cost 
(in terms of time, money, Legend Points, 
and deeds) will be included with the 
approval letter. Once the character has 
paid those costs and sent in all neces- 
sary documents—deed completion cer- 


P O L 


tificates (if necessary) and a short story 
describing the character’s creation of the 
magic item—the player will receive a 
magic item certificate and a Legend 
Point Bonus certificate in the mail. 


Trading Item Formulas 

If another character has obtained a 
magic item’s creation formula, your char- 
acter may trade with him or her for it. 
The price for such a trade must be deter- 
mined by the two players involved, and a 
Character Trading Form must be sub- 
mitted to the Great Library of Throal. 


Discovering Formulas as Treasure 
If a character obtains a magic item for- 
mula as part of magical treasure that 
he or she finds in a tournament, the 
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judge will provide a certificate for the 
item formula. 


Unique Magical Items 

A number of unique magic items requir- 
ing thread weaving will be included in 
each tournament. Characters who finish 
an adventure with such a magic item in 
their possession will receive a magic 
item certificate from the judge that 
includes a description of the item and a 
code number. 


Purchasing Key Knowledge 

Like creation formulas for non-unique 
magical items, pattern key knowledge 
may be purchased from Logos Serespar 
at the Great Library of Throal. Such a 
purchase costs Legend Points equal to 
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half the amount required to purchase a 
Thread Weaving Talent of the same 
rank as the rank of the key knowledge. 
In addition, the character must pay the 
wizard twice the base Legend Point cost 
in silver for his time and effort. 

When requesting key knowledge, 
include the description and code num- 
ber for your magic item in the request 
and send it to the Great Library. You 
will receive a copy of the item’s pattern 
key knowledge and a short story written 
about the item by the tournament 
author, along with a technical descrip- 
tion of its magical abilities for the level 
of key knowledge you have purchased. 


Researching Key Knowledge 
If a player character researches a magi- 
cal treasure, that character receives 
bonus Legend Points for his or her 
work. Several different rules may apply 
to research, depending on the circum- 
stances under which it takes place. 
Weaponsmiths with the Weapon 
History Talent may analyze magical 
weapons for key knowledge; trouba- 
dours with the Item History Talent may 
research other magical treasures. For 
tournament purposes, assume that tests 
made to use these talents have “maxed 
out;” for example, a troubadour with the 
Item History Talent at Rank 2 can 


obtain the Rank 1 and Rank 2 key 
knowledges for the magical item in 
question. Players whose characters fol- 
low these Disciplines may obtain pat- 
tern knowledge for their characters by 
writing a short story from the charac- 
ter’s perspective that explains how the 
character obtained the magical trea- 
sure. Include a detailed description of 
the treasure, and indicate its code num- 
ber and your character’s talent rank on 
your manuscript. After you have sub- 
mitted the short story to the Great 
Library of Throal, it will be returned to 
you along with a detailed technical 
description of its magical abilities for 
the level of key knowledge you have 
purchased. 

As players build their characters’ 
legends and improve their talent ranks, 
they may send brief letters to Logos 
indicating that they are researching 
additional key knowledges. At least one 
short story describing the character’s 
participation in a Threads of Legend 
tournament must be on file with the 
Great Library between each request for 
additional key knowledge. 

If your character researches a magi- 
cal treasure for another character, com- 
plete and sign a Character Trading 
Form indicating the talent rank your 
character is using on the other charac- 
ter’s behalf and the compensation your 
character received (if any). The player 
of the other character should submit a 
copy of this form to the Great Library in 
place of the fee that would normally be 
paid to Logos. You will receive the mag- 
ical treasure’s short story and technical 
description in the mail, and your char- 
acter may edit or withhold information 
from the client character as you choose. 
Be careful how you handle this, how- 
ever—if the other player’s character is a 
powerful troll warrior or vengeful wiz- 
ard, keeping too much back may not be 
a good idea! 

If your character has astral sight, a 
knowledge skill related to the magical 
treasure to be analyzed, and access to a 
large library, he or she may investigate 
a magical treasure without possessing 
the Weapon History or Item History tal- 
ents. The maximum rank of key knowl- 
edge that a character can obtain this 
way is equal to one-half the character’s 
Astral Sight Talent rank or related 
knowledge skill rank, whichever is 
lower (rounded down). The cost in silver 
for access to a library (at Throal or else- 
where) is 100 silver per key knowledge 
rank desired. For example, a character 
with a Rank 4 Astral Sight Talent and 
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the knowledge skill Alchemy and 
Potions at Rank 3 can research the 
Rank 1 key knowledge of a magical 
glass beaker found during an adventure 
at a cost of 100 silver pieces. If this 
character increases his or her Alchemy 
and Potions knowledge skill to Rank 4, 
he or she may research the treasure’s 
Rank 2 key knowledge for an addi- 
tional 200 silver pieces. Once 
again, send in a request for the 
results of your research to the 
Great Library of Throal. 


Trapped and Cursed Items 

As part of his research services, 
Logos Serespar detects and dis- 
arms traps or curses on magic 
items. If your character chooses to 
study a trapped or cursed item, the 
average of your character’s ranks 
in the applicable talents or knowl- 
edge skills will be compared to the 
difficulty numbers for detecting 
and avoiding traps or curses. If 
your character fails to find and 
avoid a trap or curse, he or she 
must participate in at least one 
Threads of Legend tournament 
under the burden of the curse or 
the damage done by the trap before 
the related Wounds, Horror marks, 
or other effects can be healed or 
lifted (see Healing, below). For 
example, a troubadour might have 
to endure an entire tournament 
suffering {rom two Wounds and the 
related step penalty, or a weapon- 
smith might be forced to usea 
shield that reflects damaging 
magic spells at other members of 
his party. The magical threads 
tying a character to a cursed magic 
item can be seen using astral sight, 
and so players are advised to have 
their characters carefully examine 
prospective party members astrally 
before allowing them to join the 
adventuring group. After suffering 
through the requisite tournament, Hor- 
ror marks and curses can be lifted from 
magic items in the same fashion as from 
characters (see Healing). 


Creating New Magic Items 
Characters may create new magic items 
for use in Threads of Legend tourna- 
ments. All characters may use blood 
magic to create these items—weapon- 
smiths and spellcasters have additional 
methods at their disposal. 

A unique magic item created by a 
Threads of Legend character becomes a 
pattern item for that character, and 
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items created through teamwork are 
pattern items for each member of the 
team. Therefore, characters who create 
magic items should grant access to 
them wisely. 

Also, remember that creating new 
magic items is a risky process. Your 
new item may have abilities different 
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from the ones you intended, and if you 
failed a skill roll at a crucial point, your 
new item may contain curses or Horror 
marks within its pattern. As with other 
magic items, curses and Horror marks 
can be removed by completing deeds 
during Threads of Legend tournaments. 
Specific deeds necessary to “clean up” a 
magic item you create will be included 
in the materials you receive about the 
item from the Great Library of Throal. 


Using Blood Magic 

The player of any character who dies 
during a Threads of Legend tournament 
may write a short story about their 
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character’s last adventure. As part of 
the death scene, the character may 
curse his or her slayer and imbue a 
piece of his or her equipment with the 
magical energy of the character’s life 
force. If the character died during a 
Threads of Legend tournament in which 
other members of the party survived, 
the player may bequeath the 
magic item so created to the sur- 


Threads of Legend tournament as 
a choice piece of loot. The more 
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magic item will be. Specific abili- 
ties are at the discretion of the 
Great Library, and will be deter- 
mined in accordance with the 
Tournament Writer Guidelines for 
creating magical treasures. Blood- 
legacy treasures of this type 
require a deed to activate the 
magic item’s potential—either ful- 
filling the slain character’s last 
mission or bringing his or her 
killers to justice. 

If the slain character is later 
resurrected through the Ritual of 
the Ghost Master (see Building 
Your Legend, below), and the 
character obtains the blood magic 
item and fulfills the deed, the 
player of the resurrrected charac- 
ter must submit a short story 
about those events. The resur- 
rected character will then receive 
a substantial Legend Point bonus. 
Each troubadour on record with 
the Great Library will be sent a 
copy of the short story and the 
character’s Legendary Status (see 
p. 226, Earthdawn rulebook) 
increases by one level. A character 
f can only increase his or her Leg- 
endary Status once in this way. 


Weaponsmiths and Spellcasters 
Weaponsmiths and spellcasters may cre- 
ate unique magical treasures using rules 
similar to those for creating non-unique 
magical items. Weaponsmiths may cre- 
ate unique magical weapons and armor; 
spellcasters may create any unique 
magic item except weapons and armor. 
A weaponsmith or spellcaster must 
first be able to craft the non-unique ver- 
sion of the desired item before he or she 
can place unique enchantments within 
it. Fach unique enchantment requires a 
different mix of talents, skills and 
deeds. The specific mix should be 
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suggested by the creating player, and 
sent in to the Great Library along with 
a short story describing how the charac- 
ter will create the magical treasure. 
Logos Serespar will write back, suggest- 
ing modifications and estimating a cost 
in Legend Points, silver and deeds. 
Once you have accumulated the neces- 
sary deed certificates, send them to the 
Great Library; you will receive a magic 
item certificate in the mail along witha 
substantial Legend Point bonus. 


Team Efforts 

Characters who have adventured 
together in at least one Threads of Leg- 
end tournament may cooperate to cre- 
ate new magic items. At least one of the 
characters must have created anew 
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item on his or her own already, before 
cooperatively creating a new item. The 
team leader is responsible for sending 
all necessary information to the Great 
Library of Throal, including a Character 
Trading Form signed by each partici- 
pant. The range of items that can be 
created and the abilities they may be 
given is significantly broader when 
characters of different Disciplines work 
together. 


Using Magic Items 
Standard rules for using magic items 
apply in Threads of Legend tourna- 
ments. Your character must have a 
Thread Weaving Talent of sufficient 
rank to weave a thread to the item; 
your character must pay the Legend 
Point cost 
associated with 
the thread to 
be woven; and 
«, any deeds 

) needed to acti- 
vate the item’s 
magical poten- 
/ tial must be 
completed dur- 
ing the course 
of a single 
Threads of 
Legend tourna- 
ment. Once 
your character 
has fulfilled 
the deed 
requirements 
for your magic 
item, a deed 
completion cer- 
tificate will be 
signed by the 
tournament 
judge. 


Using Spells 
from Gri- 
moires 
This section 
describes how 
to incorporate 
new spells from 
purchased, 
shared, found 
or stolen gri- 
moires into 
your charac- 
ter’s spell 
repertoire. 
Characters 
may purchase 
any spell 
included in the 
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standard Earthdawn rules from Logos 
Serespar at the Great Library. The cost 
in Legend Points is equal to half the cost 
of purchasing a talent of the same rank 
as the circle of the spell. The character 
must also pay the wizard twice the base 
cost in silver for his time and effort. A 
Second Circle elementalism spell, for 
example, costs 100 Legend Points plus 
400 silver pieces. 

If a player character has the Read 
and Write Magic Talent, the Spellcast- 
ing Talent, and the appropriate Thread 
Weaving Talent, that character may 
transfer spells into his or her personal 
grimoire. The highest spell circle that 
the character can transfer is equal to 
the character’s lowest rank in those 
three talents. For example, if a charac- 
ter has Rank 2 Read and Write Magic, 
Rank 4 Spellcasting , and Rank 3 
Thread Weaving (Elementalism), that 
character may only transfer Elemental- 
ist spells of First or Second Circle. The 
character must learn transferred spells 
as discussed under Trading Spells, 
below. The character may cast spells 
from a grimoire other than his own 
using the Casting From a Grimoire 
rules (p. 154 - 155, Earthdawn rule- 
book). 


Designing New Spells 

Characters of Fifth Circle or higher 
with the Spellcasting and Thread Weav- 
ing talents and the knowledge skill 
Magical Theory (any spellcasting Disci- 
pline) may design new spells for use in 
Threads of Legend tournaments. The 
character must possess each of these 
talents and skills at two or more ranks 
higher than the proposed circle of the 
new spell. For example, to design a new 
spell equivalent to other Second Circle 
nethermancer spells, a character must 
have Rank 4 or higher in the Spellcast- 
ing Talent, Thread Weaving (Nether- 
mancy) Talent, and Magical Theory 
(Nethermancy) Skill. 

New spells should be written up in 
the same format as current Karthdawn 
spells and sent to the Great Library for 
approval. If the spell is approved, you 
will receive a New Spell certificate in 
the mail and your character will receive 
a Legend Point bonus. Your character's 
name must be incorporated into the 
name of the new spell, and the new 
spell becomes part of your character’s 
key pattern knowledge. This means 
that other characters who learn the 
spell will automatically have a key 
knowledge about your character for 
spellcasting and blood magic purposes, 
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and so characters should take care in 
sharing their new spells with others. 


About The Great Library 

The Great Library of Throal serves as a 
repository of information on Threads of 
Legend tournaments, characters, magic 
items, and the ongoing story line that 
runs through the adventures. Your cre- 
ative work as a player-writer is your 
own. It will not be published, sold, or 
used in any way without your express 
written permission. 

Unless you specifically ask not to be 
included, your name and address will 
appear on the list of local players avail- 
able to conventions that sponsor 
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Threads of Legend tournaments. In 
other words, you can expect to receive a 
flyer when a convention in your area is 
running a Threads of Legend tourna- 
ment. If you think of this kind of flyer 
as “junk mail” and don’t want one, send 
in a note and your name will not be 
listed. 


Between Adventures 


Horror Marks and Curses 

At the end of each tournament session, 
the judge will hand out Horror Mark 
and/or Curse certificates as necessary. 
These certificates indicate the name of 


the Horror and/or the effect of the curse. 
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Horror marks and curses wil] also be 
registered with the Great Library of 
Throal. 

If your character picks up a Horror 
mark or a curse, don’t despair. The 
drawbacks usually outweigh the posi- 
tives, but nonetheless a Horror mark or 
Curse can have its advantages. To get 
rid of a curse or Horror mark, see Heal- 
ing, below. 


Healing 

All characters are assumed to heal 
between adventures. Your character 
begins each tournament session in good 
health (zero Current Damage, no 
Wounds). 
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To remove Horror marks and curses, 
the player of an afflicted character must 
write a short story explaining how the 
character got rid of the thing. When 
writing your story, you may assume 
that your character received assistance 
from sympathetic NPCs. Depending on 
the decision of the tournament author, 
removing particularly nasty curses may 
require a deed in addition to a short 
story. If your character lands in this sit- 
uation, the response to your short story 
will include a modified ending, giving 
you the clues your character needs to 
complete the required deed. 

In addition to removing the Horror 
mark or curse from your character, your 
story is worth bonus Legend Points. The 
bonus amount will be indicated on the 
certificate you receive showing that 
your Horror mark or curse has been 
removed. 


Living Expenses between Adven- 
tures 

Your character may spend silver to stay 
clean and well-fed between adventures 
as you choose. Spending (or not spend- 
ing) money on living expenses between 
adventurers has the following effects: 

New characters are considered com- 
fortable for the first adventure at no 
charge. Reaction step adjustments may 
be overriden by a tournament judge; 
some NPCs resent wealth or empathize 
with the poor, and so the judge may 
make changes accordingly. 

Characters unable to pay the 5 silver 
pieces needed to maintain a squalid 
lifestyle, or who remain in a squalid 
lifestyle for three consecutive tourna- 
ments, are considered captured by 
Theran slavers and removed from play. 
The honorsystem applies to declaring a 
down-on-his-luck character a Theran 
slave. Such a character may be “res- 
cued” by another Threads of Legend 
player if that player writes a short story 
in which his or her character rescues 
the enslaved character from the Ther- 
ans. This story, like all others, is worth 
bonus Legend Points to the writer and 
should be submitted to the Great 
Library. 


Tournament Notes 


Tournament winners receive extra Leg- 
end Points for their Threads of Legend 
characters. Prizes such as Earthdawn 
merchandise, RPGA® Network gift cer- 
tificates, or other goodies may also be 
awarded. Prize availability will be dis- 
closed when you register for the event. 
The decisions of the tournament coordi- 
nators are final. 

Your character’s name, your real 
name and your address must be clearly 
written on the Threads of Legend Adven- 
ture Participation Form included in the 
voting packet. The Legend Point certifi- 
cate for your participation in a Threads 
of Legend tournament will be mailed to 
the name and address on the form. 


Comments on Tournament Play 

e Tournament play is a juggling act. 
The point is to balance roleplaying and 
“rules-playing”, and to have fun doing it. 

e Don’t feel that you have to com- 
plete the adventure in order to “suc- 
ceed.” Roleplay and enjoy yourselves! 

e Many of the really nifty encoun- 
ters, loot and bonus Legend Points are 
only available to groups that success- 
fully clear the initial, usually easier 
hurdles of tournament play. If you want 
the heavy rewards, you need to work up 
to the heavy challenges. Sometimes the 
most difficult challenges entail earning 
the trust and cooperation of an NPC, 
rather than beating a monster to death 
with a sword. 

e Don’t get in over your head. A 
dead character is a depressing sight. If 
you feel that your group has reached 
their “toughness tolerance,” back off. 
Your characters will not necessarily be 
able to accomplish every challenge that 
faces them—learn your limits. 

e When you meet other adventurers, 
choose your fellow group members with 
an eye toward how you want to play. 
Threads of Legend tournaments should 
be equally fun for a traveling band of 
troubadours and a mixed company of 
warriors and wizards, though each 
group would play their tournament dif- 
ferently. 


Lifestyle Cost Effect 

Squalid 5 sp -2 steps on Reaction Tests until you bathe and 
eat a hot meal. 

Poor 25 sp -1 step on Reaction Tests until you bathe and eat 
a hot meal. 

Comfortable 150 sp/Circle None 

Wealthy 350 sp/Circle +2 steps on reaction rolls for the first 24 hours of 


the adventure 


Building your Legend 


You can use Legend Points to improve 
your character as described in the 
Earthdawn rulebook (pgs. 218-227). 
When your character is ready to 
advance to the next Circle, he or she 
can hire trainers for the costs listed on 
pgs. 222-225 of the Earthdawn rule- 
book. Send the silver and a request for 
training to Logos Serespar to register 
your character’s new Circle with the 
Great Library of Throal. Alternatively, 
you may take the Training Pledge 
described below or advance in Circles by 
learning from a Ghost Master. What- 
ever method you choose, you will receive 
a Circle Advancement certificate in the 
mail. Keep the certificate with your 
character sheet. 

If you want to build your legend a 
little faster, write a short story from 
your character’s perspective that 
describes your experience during each 
Threads of Legend tournament and 
send it to the Great Library. Once your 
story is on record at the Great Library, 
a bonus Legend Point certificate will be 
sent to you. These bonus certificates can 
be obtained each time you participate in 
a Threads of Legend tournament. 


The Training Pledge 
Your character may only take the Train- 
ing Pledge (p. 223-225, Harthdawn rule- 
book) with another player character of a 
higher Circle. The trainer must purchase 
or find a magical orichalcum piece dur- 
ing a Threads of Legend tournament. 
The player of the trainee character 
must write a short story describing the 
scene in which the trainer character 
takes the trainee’s oath. The player of 
the trainer signs the short story next to 
the signature of the player of the trainee 
before the story is sent to the Great 
Library. A Character Trading Form (see 
Trading Between Characters, above) 
must be completed for the transfer of the 
magical orichalcum piece, and the magic 
item certificate must be signed over to 
the player of the trainee character. 
Thereafter, for as long as the 
trainee character is the custodian of the 
orichalcum piece, a bonus Legend Point 
certificate will be sent to the trainer 
character each time the trainee 
advances to a higher Circle in his or 
her Discipline. If the trainee loses the 
orichalcum piece during a Threads of 
Legend tournament and does not 
regain the coin before the time slot 
expires, the coin is considered perma- 
nently lost and the trainee’s Circle 
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advancement from the time of taking 
the Training Pledge is also lost. 

The loss of the coin has no effect on 
the trainer character. However, ifthe 
player of the trainer writes a short story 
explaining how his or her character 
recovered the coin for the trainee, the 
trainer character will receive a bonus 
Legend Point certificate and the trainee 
will regain all Circles lost. Compensa- 
tion of the trainer by the trainee charac- 
ter is left to the discretion of the 
trainee’s player. 


Ghost Master Ritual 

The Ghost Master Ritual (pgs. 225-226, 
Earthdawn rulebook) is a modified 
nethermatic ritual available as a talent 
at Fifth Circle. Any character of the 
Fifth Circle or higher can learn this rit- 
ual. Each Discipline has its own vari- 
ant, and a character may learn the 
ritual from another character of the 
same Discipline (via a Character Trad- 
ing Form) or by requesting instructions 
from Logos Serespar at the Great 
Library. Obtaining the Ghost Master 
Ritual from Logos costs Legend Points 
equal to half the amount neccessary to 
purchase the talent. In addition, the 
purchaser must pay the wizard twice 
the base Legend Point cost in silver for 
his time and effort. 

Player characters may only use the 
deceased characters of other players for 
Ghost Masters. Threads of Legend char- 
acters who die before achieving Sixth 
Circle cannot be resurrected as Ghost 
Masters. If you are the player of a dead 
high-Circle character, other players 
must obtain permission from one of 
your currently living characters to use 
the name of your dead character in 
their Ghost Master Ritual. Compensa- 
tion to your current character should be 
reasonable, but is left to the players to 
negotiate. Once agreement is reached, 
you must complete a Character Trading 
Form giving the other player access to 
your dead character’s name for the rit- 
ual. Write down your dead character’s 
spell defense on the form for the other 
player’s reference. 

Upon request, the Great Library of 
Throal will provide the real names and 
addresses of players with possible Ghost 
Master candidates for your character. In 
your request for suitable candidates, 
include your character’s name, Disci- 
pline, and current Circle. An orichaleum 
coin free of enchantment is needed for 
the ritual, as is the Training Pledge. The 
rules given under The Training Pledge 
above apply to this pledge coin. A Ghost 
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Master may 
recover an orichal- 
cum coin in the 
same way as a liv- 
ing trainer. 

Each time the 
trainee character 
uses the Ghost 
Master Ritual to 
advance a Circle, 
the trainee’s 
player must write 
a short story; the 
trainer’s player 
must sign the 
manuscript before 
it is submitted to 
the Great Library. 


Bringing a Ghost 
Master to Life 
If a trainee charac- 
ter still has the 
pledge coin when 
he or she attainsa 
Circle higher than 
the Ghost Master’s 
Circle, the 
trainee’s player 
may submit a 
short story in 
which the Ghost Master returns to life. 
The trainee character will receive a 
bonus Legend Point certificate for this 
deed. Compensation by the resurrected 
Ghost Master is up to the player of the 
resurrected character. The newly resur- 
rected character returns to the world 
stark naked, but receives a bonus 
Knowledge/Philosophy skill at Rank 10. 


Submitting Paperwork 


Short stories, requests for Circle 
advancement, requests for research, etc. 
may be sent to the Great Library of 
Throal at the following address: 


Logos Serespar 

(a.k.a. Mr. Drew Caldwell) 
218 N Ellis Avenue 
Wheaton, IL 60187 U.S.A. 


Please include a title for your short 
story, your character name, your real 
name, and a self-addressed stamped 
envelope with the address at which you 
want return correspondence sent. If you 
are purchasing information or services 
from the wizard, please clearly indicate 
what you want and the amount of Leg- 
end Points and silver your character is 
spending. Typed correspondence is pre- 
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ferred. Short stories should be limited 
to one page if possible. 

Your judge, convention coordinator, 
the RP GA® Network, and the FASA 
office do not have Threads of Legend 
character records. These friendly folks 
will simply send all] requests for char- 
acter records to the above address, so 
please direct your inquiries to the 
Great Library. 

In closing, we would like to thank all 
those responsible for helping to put 
Threads of Legend together. If you have 
any questions or need clarifications 
about Earthdawn or Threads of Legend, 
please write. 


Good Gaming, 


Drew Caldwell 
Louis J. Prosperi 
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Be sure to check out theRPGA Net- 
work Earthdawn scenario at the 
GenCon® Game Fair! It will run in 
slots 6 and 11 in the Deep Dun- 
geon. There will also be an Earth- 
dawn Q&A seminar in slot 13B 
and an Introduction to Earthdawn 
seminar in slot 10A, both located 
in the West Octagon. 
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